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By Jim Combs 

Intro: Earnest Evans is the first of three games in a trilogy; the 
other two are El Viento and Anetto Futatabi. Earnest Evans was 
released in 1992 for the Sega Genesis. It was developed by Wolf 
Team and published by Renovation. Wolf Team is well known for 
classics like Sol Feace , Time Gal and Road Avenger for the Sega CD. 

It’s interesting to note that the Mega CD version of Earnest Evans 
features cut scenes and a rockin’ CD soundtrack not found on the 
U.S. Sega Genesis version. For those who may not know, the Mega 
CD is the Japanese version of the Sega CD. Strangely enough, only 
the Mega CD version was released in Japan, while in the U.S., only 
the Genesis cartridge was released. 

Both the U.S. and Japanese soundtracks are a combination of 
synthesized rock & jazz, a hallmark of composer Motoi Sakuraba. 
Sakuraba-san is famed for his rock band Deja vu and compositions 
on such games as Star Ocean, Valkryie Profile , Shining Force III 
and more. Sakuraba-san was hired at Wolf Team in 1989 as the 
main composer on the Wolf Team games. 

The anime style cut scenes were designed by Kazutoshi Yamane-san 
who is known for his artwork in the Japanese manga Gamble Fish 
and the game Arcus Odyssey. To enjoy all the cut scenes in their 
entirety it is recommended to play the Japanese Mega CD version. 

Story: The first part of this trilogy has players taking control of 
Treasure Hunter, Earnest Evans the third. Like his grandfather before 
him, Earnest; is on a quest to find three ancient idols containing 
the power to destroy the world. Along the way you’ll butt heads 
with your rival and fellow Treasure Hunter, Brady Tressider, who 
has evil plans to destroy the world with the idols. 


You’ll also encounter a female named Annet Myer who will aid 
you later in the game. It’s interesting to note that Annet Myer is the 
star of El Viento , which is the second game in the Earnest Evans 
Trilogy. El Viento was released a year prior in 1991 making Earnest 
Evans a prequel released after El Viento. 

Gameplay: As Earnest Evans the third, who is reminiscent of In¬ 
diana Jones, you sport a whip as your main weapon. In your side 
scrolling adventure through the underground caves and ruins of 
Mexico, Peru and more exotic locations, you can use this whip to 
defeat enemies and swing across platforms. Three other weapons 
can be had as well: rocks that explode when you throw them, a 
hammer and a morning star which is a medieval club with spikes 
on it. Ouch! Imagine taking one of those to the noggin. Now keep 
in mind that these weapons can only be used once in certain parts 
of the game. 

When you control Earnest, you may notice that it feels a little dif¬ 
ferent than other games. That’s because Wolf Team used an engine 
to specifically animate each part of Earnest’s body to give a more 
realistic feel in game play. Even though most critics and gamers 
bashed this feature saying it felt too robotic, I love it because it 
feels totally different when controlling Earnest. 

Multi-Player: Earnest Evans is a single player experience. 

Conclusion: Earnest Evans is a title that just by looking at the box 
art and label of the Genesis cartridge might lead most to believe that 
it is an adventure game much like Indiana Jones. While it totally 
is, this was done to appeal more to American audiences and thus, 
most gamers into Japanamation may not have known about the 
anime influences in the game. So definitely be sure to check out 
Earnest Evans. You’ll be glad you did. 
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- El Viento is Spanish for The Wind. P 

- Former Wolf Team director and com¬ 
poser Masaaki Uno-san worked with 
game developer Camelot Software who 
is known for collaborating on various 
games for Sega, Sony and Nintendo. Uno- 
san called upon Earnest Evans composer 
Motoi Sakuraba to provide music for Ma¬ 
rio Golf,] Mario Tennis and the Golden 
Sun series. 


- Earnest Evans publisher, Renovation, 
is responsible for publishing all of Wolf 
Team’s Japanese games in the U.S. Ren¬ 
ovation also published some non-Wolf 
Team games such as Data East’s Vapor 
Trail and Gain Ground for the Sega Gen¬ 
esis. 

-Want to explore all of Earnest Evans' 
funky levels, here is a cheat code for Level 
Select: Pause the game and press Up, A, 
Down, B, Back, A, Forward, B. 

-In the US, only Earnest Evans and El 
Viento were released making the tril¬ 
ogy incomplete state side. 
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By Brett Weiss 

IVIaking its debut at the 2012 Classic Gaming Expo, Christmas 
Carol vs. The Ghost of Christmas Presents is one of the most 
polished, most professionally published homebrews that I’ve ever 
had the pleasure of playing. It’s not my favorite homebrew-— 
Medieval Mayhem for the 2600, Jr Pac-Man for the 7800, and 
D2K Arcade for the Intellivision vie for that honor—but it’s 
challenging, nice looking, and a heck of a lot of fun, and the 
production values are first class all the way. 

As soon as you plug in Christmas Carol , you’ll know you are in 
for a treat. The title screen features a nicely rendered Christmas 
tree with twinkling ornaments, and the music is a delightful 
interpretation of Mykola Leontovych’s classic, folk-inspired 
Christmas tune, “Carol of the Bells.” 

Christmas Carol is a maze game that borrows from Pac-Man 
(don’t they all?), but has a distinct flavor all its own. Using 
simple, four-way controls, players guide Carol Greenleaf around 
a series of labyrinthine caverns, picking up presents (in the form 


Christmas Carol vs. The Ghost of Christmas Presents 

Platform: Intellivision 

Publisher and Developer: Left Turn Only 

www.carolvsghost.com/index.html 

Grade: 4.5 Stars (Out of 5) 
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of Christmas gift boxes) while avoiding a Pac-Man- like ghost (the 
titular “Ghost of Christmas Presents”). If the ghost touches Carol, 

^ all the presents she has gathered will reappear in the maze, and 
’ she must pick them up again. 

A few seconds after a stage begins, the Evil Snowman will enter 
the maze. His howl will warn you of his impending presence, 
giving you a chance to keep clear of the Pac-Man- like side tunnels 
where he enters. Unlike the ghost, making contact with the Evil 
Snowman is deadly. 

Luckily, there are magical snowflakes to help you out. When Carol 
eats a snowflake, the enemies temporarily become stunned (the 
ghost will freeze) and confused (the snowman will turn the opposite 
direction). For extra points, Carol can eat bon-bon candies dotting 1 
the pathways; this slows her down, but not by much. Additional 
points are also awarded if you collect all the presents in a level 
without getting caught by the snowman. This is called the Perfect 
Level Bonus, and it increases as you complete more stages. 

Christmas Carol offers eight different non-scrolling mazes to 
explore: Haunted Hollow, Frosted Maze, Candy Cove, Icicle 
Lane, Snowflake Garden, Freezer Burn, Krystal Keep, and Twisted 
Toyland. The latter introduces a new enemy to the action called 
The Toy of Mischief 3000, a.k.a. T.O.M.BOT 3K, who has been 
reprogrammed by the Evil Snowman to “aid his foul deeds.” 
This little robot shoots Carol with lasers, slowing her down (but 
not killing her). As with the ghost, Carol can freeze the robot by 
eating a snowflake. 

Craggy borders, ice cubes, icicles, and other such elements delineate 
^ the maze pathways, and cute intermissions play out between levels. 
There are humorous elements in the intermissions, such as when 
Carol is surprised to the point of fainting by a jack-in-the-box, and 
when Carol scares off the snowman with a flaming torch. 


If you beat all eight levels, you rise in the ranks from Novice to 
Helper in Santa’s Elite Elf Squad, and the action starts again at 
the beginning, but is more difficult. Then you must try to beat the 
levels a third and a fourth time to become a Ranger and then a 
Master respectively, but this is very difficult to achieve. 

You may not think the Intellivision control disc is the ideal device 
for manipulating a character around tight corners, but it works 
great for Christmas Carol. The title character maneuvers quickly 
and smoothly, but the enemies are even faster, so you’ll have to 
be clever, anticipate their moves, and use snowflakes wisely to 
make it very far into the game. One tip is to move up, down, and 
all around when the snowman is chasing you as this sometimes 
gets him off your tail. 

Clearly, few comers were cut in producing this fine game, which 
comes packaged in a classic-style, front-flap Intellivision box with 
two keypad overlays, labeled cartridge, and slick, full-color manual. 
Christmas Carol lacks a pause button, and I wish there were a way 
to occasionally turn the tables on the enemies—maybe a magic elf 
that would appear from time to time to give Carol a candy cane 
weapon. I also think the enemies should slow down when they are ^ 
chasing you through a tunnel (as they do in Pac-Man). However, 
these are nitpicks in an otherwise terrific game. 

If you decide to hop over to the Left Turn Only website (lefttumonly. 
info) and order a copy of Christmas Carol vs. The Ghost of Christmas 
Presents (who says you can’t buy a Christmas present for yourself?), 
you might find that you enjoy it more than such revered Intellivision 
maze titles as Lock ‘N’ Chase and Pac-Man. It’s simply that good. 


*Also by Left Turn Only: Space Patrol , which is a spectacular 
Moon Patrol clone for the Intellivision that lets you pilot your 
moon buggy across the Moon, Mercury, Mars, and Pluto. 

~Brett Weiss is the author of the critically acclaimed Classic 
Home Video Games book series (www.brettweisswords.com). 
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Moon Cresta 


Platform: Atari 7800 


Publisher: Atari Age 
Programmer: Bob Decrescenzo 

i 

Grade: 3.5 Stars (Out of 5) 

By Brett Weiss 


1 he original arcade version of Moon Cresta , which 
Nichibutsu released in 1980, has the following attract 
mode readout: 


TRIP TO THE SPACE WAR 


MOON CRESTA 


TRY IT NOW!! 


OF FUN AND THRILL 
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Then the game proceeds to list the top five scores, along with the 
players’ initials. 

The Atari 7800 port lacks the aforementioned “Engrish,” but it 
offers something more important that the coin-up obviously lacks: 
the ability for players to select from three difficulty levels: Easy, 
Normal, and Hard. 

While preparing to write this review, I never bothered playing 
Hard mode because Normal is plenty difficult. As you guide your 
ship horizontally along the bottom of the screen, firing bullets one 
at a time at waves of aliens (there are five alien types, each worth 
a different point value), they move in twisting, turning, circular 
patterns, often diving below your ship, only to swoop upward and 
crash into you. In addition, they sometimes fly down, kamikaze¬ 
like, straight for your ship. 

Easy mode is similar to Normal mode in terms of basic gameplay, 
but the aliens are slower and start off “unable to re-emerge under 
the player’s ship once they pass below it, reappearing at the cen¬ 
ter of the screen instead.” As with most classic games, the action 
does get tougher as the game wears on, so Easy mode does offer 
a challenge in due time. 

If you reach 30,000 points in any of the modes you get a fresh stack 
of three ships, an accomplishment that is difficult in Normal mode. 

What is this about ‘stacked ships,”’ I can hear those of you who 
have never played the game asking. 

In Moon Cresta, you begin with three ships: I, II, and III. You begin 
controlling I, which is small and fires one bullet at a time. When 
it gets hit, ship II appears. It is medium-sized and fires bullets in 
side-by-side pairs. Ship III is large and also fires pairs of bullets. 



% 


“Again, what’s this business about stacking?” you insist. 

Each round of play has 10 waves of aliens. After you destroy the 
first four waves, there’s an easy-to-execute docking sequence in 
which you guide your ship as it floats down to a ship in reserve 
below (assuming you have any ships left). 

If you dock successfully, you get increased firepower, but you 
become a bigger target. The same thing happens after four more 
waves of aliens are eliminated. This gameplay mechanic isn’t the 
same as that found in a similar, but far more famous game, but it 
probably did pave the way for the doubling up of ships in Galaga 
(1981). Ships in Moon Cresta are stacked whereas those in Galaga 
are side-by-side. Speaking of Galaga , that game, with its rapid- 
fire shooting and dynamic gameplay, made similar games released 
before it—including Moon Cresta —seem dated to some degree. 

Getting back to the fact that this homebrew is an arcade port, the 
original Moon Cresta had somewhat more vibrant colors and more 
robust sound effects (I only state it as a matter of record—this is 
nitpicking of the highest order), but that’s perfectly understandable 
given the nature of the hardware. The 7800 version is an excellent 
translation (only the most strident of arcade purists would scoff 
at it), giving console gamers a solid entry in the all-but-forgotten 
“slide-and-shoot” genre, which includes such greats as Space 
Invaders , Demon Attack , MegaMania and Phoenix. 

And, as those of us who enjoyed the game in the arcades and wished 
it would have been commercially released back in the day well 
know, this is the first time Moon Cresta has been ported to a home 
console. So Kudos to Atari Age and programmer Bob Decrescenzo 
for making this happen. 

One caveat: As with most homebrews, Moon Cresta , retailing for 
$50 (with professionally produced cartridge, manual, and box), is 
expensive. For those modern gamers accustomed to paying just 
a few dollars more for the latest entry in the Assassin s Creed or 
Call of Duty series, you may find Moon Cresta to be a bit on the 
shallow side. However, for a few minutes of old-school fun every 
now and again, it’s a blast. 

Bottom line: Moon Cresta is a great port of a good arcade game. 

Brett Weiss is the author of the “Classic Home Video Games” 
series (McFarland Publishers). To catch up with Brett, check out 
his blog: www.brettweisswords.com. 



"Bottom line: noon Cresta is a 
great port of a good arcade game/' 
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Publishers: First Star Software and Atari Age 
Programmers: Thomas Jentzsch and Andrew Davie 

— Platform: Atari 2600 
By Peter G 

— They said it couldn’t be done. 

It was long ago as a squat innocent little youth that I had an IBM 
PCjr. That meant no games. Stuff for the regular PC didn’t work on 
it. All the other kids had Apple IPs or C64 2 s. Only one other kid in 
town had a PC jr. And because I was learning to program my own 
games for it, he had even less software than I did. 

So it was one day while in Babbage’s and searching desperately in 
case some sort of PCjr, game turned up that I saw Boulder Dash. 
I had never heard of it, but beggars can’t be choosers. I bought 

— the game; and found one of the most remarkable gaming experi¬ 
ences of my life. A game which emphasized understanding your 
environment more than fast reflexes, I spent hours getting the lay 
of the land and navigating it. 

If you are one of the unfortunate few who have never played the 
game, you need to. Boulder Dash dropped your character into an 
underground structure. You dug through dirt moving boulders to 
get to diamonds scattered around the area and dodging enemies 
or confining them to turn them into diamonds. There was a puzzle 
aspect to the game that has never quite been duplicated. You had 
to understand the physics of the game, when things fell and how 
_ they fell, to make it through. 



It sells for $75 plus shipping. You may balk at the price, but trust 
me; you are getting your money’s worth. The game is boxed with 
an insert to keep it from being flattened, a poster, instruction book, 
four Atari Age pins, and a bag with eight plastic gems in it. And 
probably the most amazing Atari game ever made. 

When I say amazing, I’m not exaggerating. The two of them have __ 
really outdone themselves. As with Atari 2600 games like Defender 
//, Radar Lock- and Solaris , the game uses every trick in the book 
to make a game that plays like it’s on more sophisticated hardware. 

I cannot emphasize this enough - there is NO FLICKER. Multiple 
colors no matter what elements are on the screen. I sometimes just 
stop playing and stare at the screen wondering; how did they do 
that? Like the display showing the score and lives left and such. 
That’s supposed to be impossible; but they did it. 

This is Boulder Dash. All sixteen caves and four bonuses are here. 

I was soon remembering my patterns from all those years ago and 
they still worked. The sound effects are perfect, complete with the 
opening theme song (the Atari Age web site says, “exact as possible 
on the Atari 2600”. No, I remember my PCjr. Other than some 
slight differences in the opening music, this is what I remember, 
from the sounds to the pacing. Don’t be so modest). The controls 
are crisp and flawless - if you screw up, you have no one to blame 
but yourself. The zoom in that I mentioned doesn’t even matter 
because you still see enough of the screen to know what is going 
on and what you have to do next. 

I love my Atari 2600, but the machine is primarily for simple 
shooters. Doing more with it is astonishing. And I do get a little 
tired of playing constant shooters all the time. Boulder Dash is not 
just a change of pace, it’s a revelation. A fun, smart game that will 
shove its way to the front of the line. You need this. You want this. 

Hope that they release it as a regular cart in the store. 



I’m not the only one who remembers the game. So do Andrew 
Davie and Thomas Jentzsch. The two of them are members in good 
standing of the XYPE classic game creation crew. Jentzsch prob¬ 
ably knows programming the Atari 2600 unit better than anyone 
ever did, as his work porting Thrust proves. The two of them have 
spent about a decade working off and on converting Boulder Dash 
to the Atari 2600. They garnered First Star Software’s blessing, 
and the game is finally available. Well, sort of. Only 250 of them 
were made; and they are going fast. I consider myself very lucky 
that I got one. 

If you are wondering what is with the breathless anticipation, all 
you have to do is look at the YouTube videos demoing the game 
up to that point. The sound effects, the graphics, everything looks 
perfect. A little zoomed in, but no flicker. For me, this wasn’t a case 
of reliving a beloved childhood game. I had to see this for myself. 
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By Elena Garcia Mendez 

F or most of us, work or school obligations didn’t allow us to play 
videogames in our daily schedules. But summer vacations were a 
paradise for young gamers. It was the time when you could enjoy 
going back to the games you loved most. 

One summer while playing an absolute Gamecube classic, Luigi s 
Mansion , I saw an ad for a game I didn’t know much about: Pik- 
min. After watching the trailer, I didn’t need much convincing to 
order it from Amazon! 

Let’s take a look at the dazzling Pikmin\ 

Pikmin Series 

Pikmin was created by legendary game designer Shigeru Miyamoto, 
and developed by Nintendo for Gamecube. The original Pikmin was 
released in 2001. Pikmin 2 came along in 2004, and continued the 
story begun in Pikmin. Get set for more Pikmin with Pikmin 3! In 
development since at least 2008, the third stage in the Pikmin series 
is set for a 2013 release. Pikmin and Pikmin 2 were both reported 
for Wii, and Pikmin 3 will be for the Wii U platform. 

Story 

One day, Captain Olimar; from the planet Hocotate, decided to 
take a trip into outer space in his ship, the Dolphin. 

But his vacation was disrupted when he collided with a meteor and 
was forced to land on a mysterious planet. 

The Dolphin broke up during the crash landing and was almost 
destroyed. Thirty of the ship’s pieces were scattered over this planet. 
Olimar has only 30 days to retrieve the Dolphin’s parts before his 
life support system expires. 

But he is not alone. Who are these small life forms similar in appear¬ 
ance to carrots which inhabit this alien land? They are the Pikmin! 
Olimar soon discovers that they are friendly and will assist him. 


Meet the Pixie Pikmin Population! 

These tiny creatures, no taller than an inch, will be essential in the 
quest. What do you need to know about the Pikmin? Here are a 
few considerations: 

There are three different types of Pikmin: red, yellow and blue. 
The red Pikmin are the most powerful and perform strong attacks 
on enemies. They are also able to withstand high temperatures. 
The yellow Pikmin are the lightest so Olimar can throw them up 
to high elevations. They are useful too because of their ability to 
carry bomb rocks. (Be careful in managing these as the Pikmin 
might die in the explosion! Don’t let them stand too close!) The 
blue Pikmin are very fond of water and they will never drown 
thanks to their gills! 



You must keep these characteristics in 
mind as you move along the different 
stages of the game. The Pikmin are 
able to break down walls, build bridg¬ 
es, move obstacles and haul things. 
Study the area and decide which Pikmin 
should do what task so as to get your 
precious ship parts! 


Continued on page 13 »> 
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You can coordinate and order the Pikmin via a whistle which Olimar 
carries. You may also organize the creatures according to color. 

To grow more Pikmin, watch for a Pellet Posy. The Pikmin will 
have to knock the Posy down to obtain the Pellet. The Pellets are 
their main energy source and they can create new Pikmin seeds. 
Have your Pikmin carry the Pellet to its respective Onion (their 
color-coded storage nest as well as their ship) and watch how the 
Onion expels seeds. 

It is also possible to acquire more Pikmin by carrying dead enemies 
to the Onion. There is no limit on how many Pikmin you can grow 
but you can only have up to 100 Pikmin in the field at a time. 

The Pikmin have yet another feature. They can evolve just like 
flowers. The very early Pikmin will only have leaves on top of 
their heads but if you don’t pick them from the ground, they will 
slowly become bud Pikmin. In order to get flower Pikmin you will 
have to look for a source of nutrients: nectar. You will find nectar \ 
near grass or sometimes Pikmin will have to dig a hole to obtain 
it. The Pikmin will let you know when they have spotted a nectar 
source by emitting a sound or by digging immediately! 

Flower Pikmin are much faster and carry objects very quickly. You 
should flower up as many Pikmin as you can. If they are hit by an 
enemy, they will return to their leaf state. 





The Impact Site and the Other Stages 

There are four stages in the game, plus a final trial. Here is a taste 
of what you will find in each stage: 

The Impact Site: Here you will learn how to grow Pikmin, how to 
call them back by using the whistle, etc. There is no time limit in 
this first day but in the following ones you will need to pay attention 
to the Sun Meter. When the sun icon reaches the other side of the 
bar, the day will end. Olimar and the Pikmin can only work during 
daytime. You should gather all your Pikmin and make sure none 
are left behind or they will be eaten by enemies during the night! 

A “day” lasts approximately fifteen minutes. 

The Impact Site is a tutorial area for practicing how to play. It is 
an excellent place to return to if you have a low number of Pikmin. 
Pellets are everywhere! 

When you have found your blue Pikmin, return to this area and 
fight the clams. Each pearl will earn you fifty Pikmin! 

The Forest of Hope: Apart from retrieving ship parts you will have 
to fight some bosses here: an Armored Cannon Beetle and three 
Burrowing Snagrets. These latter are huge birds who will attack 
and eat your Pikmin. 

The Forest Navel: This is one of the most obscure locations as 
there is hardly any light. You will encounter different enemies here ,' 
the most important ones being the fiery Blowhog, which expels 
flames, and froglike Wollywogs. The latter are probably the most 
dangerous creatures in the whole game. Be prepared to lose quite 
a few Pikmin battling them! 
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As for the bosses, you must defeat a giant poisonous mushroom 
called Puffstool, and Beady Long Legs, a spider-like creature. 


The Distant Spring: Here you will have to use a lot of blue Pikmin 
as the surroundings are mostly covered in water. Beware of the 
Wollywogs! 


After you have completed these areas, you will have one more 
task. You must beat Emperor Bulblax! Yellow Pikmin will come 
in handy here as the bomb rocks will stun him! Attack later with 
your powerful red Pikmin to obtain Olimar’s piggybank—the 
captain’s life savings! 




The Final Score 


Pikmin has stunning graphic details. All the scenarios are designed 
in a 3D perspective and there are no glitches. You can even zoom 
in with your camera to appreciate the levels even more. However, 
you will also encounter poor camera angles sometimes. 


Pikm 

grap 


Pikmin also features an original concept, which turns it into a strat¬ 
egy game: You must direct your Pikmin army in order to survive in 
a hostile environment. In addition, the enemies you will encounter 
are very creative and unusual. 




Every time you retrieve a ship part, you will come across a little ex¬ 
planation of what that specific part does (sometimes humor is used: a 
massage machine and a floater will be among the pieces). This adds to ; 
the originality of the game as the names of the ship parts are unique. 


As for the soundtrack and special effects, perhaps the music might 
sound a little repetitive but it fits the mood of the game. Most of the 
sounds are related to the Pikmin. While building a bridge you will hear 
their cracklings and a final sound signaling that they are finished. And 
if your heart doesn’t sink a little at the sound of the cry of a Pikmin 
when it gets hurt or dies, you are cold as ice! 



One of the biggest disadvantages of this game is its difficulty. Due to 
the time limit, it’s practically impossible to complete all the tasks. It’s 
more likely you will only succeed in retrieving two ship parts per day 
and nothing more. 


Because of the sun meter, there is never time to appreciate these huge 
levels. You are nearly always in a hurry, which could be stressful. 
Nevertheless, you will finish this game pretty quickly. Since every day 
equals 15 minutes of playing, it makes it very short. 


9 


As for the replay value, you could always go back and try to obtain all 
the ship parts in less time, plan different strategies, explore locations 
that might have escaped you or challenge yourself with how many 
Pikmin you can grow. 


Despite its difficulty and brevity, Pikmin deserves to be considered a 
Nintendo classic for the Gamecube system. Of course, we wouldn’t 
expect any less from Shigeru Miyamoto. 


I will grade this game with an A- 
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DONKEY 

KONG 
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By Michael Thomasson 

Is Stanley the gardener the long-forgot¬ 
ten third Mario Brother? He is, after all, 
Donkey Kong’s rival in the golden age 
coin-op Donkey Kong 3 , the third game 
in the Donkey Kong series. It is no coin¬ 
cidence that he raided Mario’s wardrobe 
and donned the same pair of suspenders 
worn by the original Jumpman. 

In the first Donkey Kong coin-op, DK was 
the villain. In Donkey Kong Jr. , roles were 
reversed and the ape became a victim, 
placing Mario in the unusual role of “bad 
guy.” In Donkey Kong 3 , DK is back to 
being a rascal! 

Donkey Kong, the antagonist in the game, 
invades Stanley’s greenhouse in order 
to lay claim to five flowers that Stanley 
the gardener must protect. Armed with 
only a can of insect repellent, the bug- 
man must prevent against a horde of in¬ 
sects determined to carry away his plants. 
Simultaneously, Stanley must push the 
enraged ape away up into the rafters and 
to another greenhouse until after the third 
wave when Donkey Kong’s head becomes 
stuck in a beehive. 

At the start of each round Donkey Kong 
disturbs nearby hives prompting the ag¬ 
gravated bees within to attack the pro¬ 
tagonist as well as try to remove his plants 
from the greenhouse. Meanwhile, Donkey 
Kong is hurling coconuts which must be 


evaded for Stanley to survive. To clear 
a level, Stanley the gardener must force 
DK to the top of the hanging vines. When 
Donkey Kong is partially up, a Super 
Sprayer drops to the floor, providing Stan¬ 
ley a stronger counter-attack! Exterminat¬ 
ing all the bees will also advance the game 
to the next greenhouse level. 

This is no easy task, as Stanley is at¬ 
tacked by Buzzbees, Buttiflies, Beetles, 
Moths, Beespies, Beebombs and even 
Vine Eaters. While Creepies do not out¬ 
right assault, they are slow-moving worms 
that obstruct Stanley’s line of fire 
towards Donkey Kong. Stanley 
must traverse different level lay¬ 
outs as each greenhouse is cleared, 
progressing from blue to gray and 
finally to the yellow greenhouse. 

Stanley is harmed when all of the 
plants are stolen or when a pest 
touches him, resulting in his body 
being devoured by a swarm of bees. 

The game ends when all of Stan¬ 
ley’s men have been exhausted. 

Donkey Kong 3 is somewhat of a 
“black sheep” in the Donkey Kong 
franchise. The game play style is 
radically different 
from the others. It 
was also released 
during the massive 
recession of the 
video game indus¬ 


try often referred to as the “great video 
game crash.” Regardless of the reason 
for its poor performance in the arcades, 
the game has mostly been ignored and 
Stanley has been forgotten. 

Interestingly, the game debuted in the 
arcades and on the Japanese Family Com¬ 
puter (Famicom) console at the same time, 
in 1983. That same year, it was also ported 
to two Japanese computers, the NEC PC- 
88 and Fujitsu’s FM-7. The game only 
appeared stateside for the Nintendo En¬ 
tertainment System (NES) in 1986 and 
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was later republished for Wii’s Virtual 
Console in 2008. 

Unknown to even the most adamant Nin¬ 
tendo fanboys, Stanley actually premiered 
in the handheld LCD Game & Watch game 
Green House on December 16, 1982. In 
Green House , Stanley protects his gar¬ 
den from spiders and worms. A year after 
Donkey Kong 3 arrived in the arcade, a 
Donkey Kong 3 Micro VS. Game & Watch 
handheld was released; but it had entire¬ 
ly different game play. In the handheld 
game, Donkey Kong and Stanley have 
their own respective garden on each side 
of the screen. Using water pistols, each 
tries to push the bees into their opponents’ 
garden in order to contaminate the flowers 
or sting the competing player. 

While minimal, the game does have a lega¬ 
cy. The game introduced the Donkey Kong 
logo, which is still use today, although the 
color palette has been altered. Stanley did 
make a brief appearance on the Saturday 
Super cade, a CBS animated television 
series which aired in the early eighties, in 
the episode “Greenhouse Gorilla.” 


& Watch Gallery 4 (2002) include both 
Green House and Donkey Kong 3, re¬ 
spectively. These cartridges also contain 
enhanced versions, which replace Stanley 
with the more socially acceptable character 
Mario. 

In 2006, a DS Game & Watch Collection 
featured three Game & Watch titles, one 
of which was Green House. However, it 
was published in limited numbers and 
awarded only to Japanese Club Nintendo 
members via mail order. 

Stanley also made several fleeting mi¬ 
crogame cameos in multiple Wario titles: 
WarioWare: Twisted (GBA 2004), Wari- 
oWare: Touched (DS 2004), WarioWare: 
D.I.Y. (DS 2009) and finally WarioWare: 
D.I.Y. Showcase (WiiWare 2009). 

More recently he had minor roles as a 
trophy in Nintendo’s 2001 GameCube 
title Super Smash Bros. Melee and as a 
sticker in the Wii’s Super Smash Bros. 
Brawl in 2008. 

Stanley may or may not be kin to Mario 
and Luigi, but he is certainly their spiri- 


"donkey KONC ? 1$ 
SOMEWHAT OF A 
"BLACK SHEEP" IN 
THE DONKEY KONO 

franchise/' 


In 2002, Nintendo released the e-Reader 
card-reading device for the Game Boy Ad¬ 
vance, which had the Donkey Kong 3 game 
program encoded onto cards utilizing a 
special “dot code” barcode technology. 

The GameBoy Game & Watch Gallery 
3 (1999) and GameBoy Advance Game 


tual brother. While forgotten or shunned 
in certain circles, Donkey Kong 3 and 
Stanley the gardener will always be fondly 
remembered here in the immortal pages 
of Video Game Trader! 
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GOT 

KNEE PAIN? 

Get a Pain-Relieving Knee Brace 
At Little or No Cost to You 
You May Qualify for Free Shipping 

We Do All The Paperwork 
Shoulder Braces, Ankle Braces, 

Back Braces Also Available 



Medicare Patients Call Us Right Now 

1 - 800 - 956-5539 






SINCE 1917 


Omaha Steaks 


Home. Cooked. 

GOODNESS. 

The taste of togetherness. 
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The Happy Family Banquet 

2 (5 oz.) Filet Mignons 
2 (5 oz.) Top Sirloins 
4 (3 oz.) Polynesian Pork Chops 
4 (4 1/2 oz.) Chicken Fried Steaks 
20 oz. pkg. All-Beef Meatballs 
4 (4 oz.) Omaha Steaks Burgers 
4 (3 oz.) Gourmet Jumbo Franks 
16 oz. pkg. Omaha Steakhouse® Fries 
4 Caramel Apple Tartlets 

42449EYD &A Q 

Reg. $232.00 I Now Only ^±*7 


ORDER 
NOW & 

SAVE 

78% 


Plus get 
4 more Burgers 

FREE 

1-800-613-7150 and ask for 42449EYD | www.OmahaSteaks.com/sp28 


Limit 2 pkgs. Your 4 free burgers will be sent to each shipping address that includes The Happy Family Banquet 42449. Limit of 1 free box of 4 (4 oz.) Omaha Steaks Burgers per in-store purchase and/or 
per shipment. Standard S&H will be added per address. Not valid with other offers. 2X points on first purchase not available in MA or CA. Expires 5/15/15.02014 OCG I 501B120 I Omaha Steaks, Inc. 






RETRON 


3 


By Rob O’ Hara 

During the height of my collecting days I had more than twenty 
video game consoles hooked up to a single television in my game 
room, ready to play at all times. This nightmarish feat of engineer¬ 
ing required half a dozen A/V switch boxes, more power strips than 
anyone should safely daisy chain end to end, and an electrical engi¬ 
neering degree to figure out which combination of switches, buttons 
and knobs were required to get the right system to display in the 
right screen ratio at the right time. Many nights I spent more time 
wiring up my gaming systems than I did playing them. 



Vector Red console. 
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If nothing else, Hyperkin’s latest console, the RetroN 3, is a step 
in the right direction when it comes to console consolidation. The 
“3” stands for three systems, as the RetroN 3 can play Nintendo 
NES, Super NES and Sega Genesis cartridges. And “RetroN” 
stands for... I’m not sure. In fact, I’m not even sure how to pro¬ 
nounce it. Is it Reh-tron? Ree-tron? Retro-In? 

The funkiness does not stop with the unit’s logo. Inside the box 
you’ll find a funky, rounded console that looks like a cross be¬ 
tween a miniature hovercraft and a Roomba. (Note: despite re¬ 
peated button mashing, I was not able to get the RetroN 3 to ei¬ 
ther levitate or vacuum my game room. Your mileage may vary.) 
The first thing you’ll notice are the three cartridge slots on top 
of the system. The slots aren’t labeled, but it’s relatively easy to 
tell what goes where (from front to back it’s SNES, Genesis, and 
NES). Directly in front of the slots sits the power button, the re¬ 
set button, and a large, retro-looking dial used to select which 
cartridge slot is active. The next thing you’ll notice are controller 
ports all over the place. The left hand side of the console houses 
two NES controller ports, the front has two spots for SNES con¬ 
trollers, and two Genesis controllers can connect to the right. I 
believe the RetroN 3 holds the record for the most physical con¬ 
troller ports on any console I own. 

Also inside the box you’ll find a console, a power supply, two sets 
of video cables, and two wireless controllers. Noticeably missing 
are any instructions. The only documentation you’ll find comes 
printed on the back of the system’s box (in three languages). Any¬ 
one familiar with gaming consoles should have no problem con¬ 
necting the RetroN 3 to a television, but if you’re buying this as a 
holiday gift for a non-gaming friend, you may consider hooking 
it up for them as well. 

About those wireless controllers; they’re ridiculously light, and 
poorly designed. Each controller requires two (not-included) 
AAA batteries, which, once installed, will surely double the con¬ 
troller’s weight. Because the controllers use infrared (IR) tech¬ 


nology they must be pointed directly at the console, which seems 
to have a fairly narrow IR field. To get the console to recognize 
the controllers you’ll need to be directly in front of, and level 
with, the RetroN 3. If the console is sitting on a low shelf (or 
the ground) or you are more than six feet away from it, it won’t 
recognize the controllers. Even if the wireless portion worked 
flawlessly, you would still be left with lightweight controllers 
with non-standard button mappings. Despite being laid out like 
Sega Genesis controllers, the buttons aren’t mapped the way they 
should be. For Genesis games, the “A” button maps to “A”, but 
the “B” button maps to “C” and vice/versa, a bizarre choice that 
will have veteran players smashing these controllers into pieces 
(which would not take much force). They also lack shoulder but¬ 
tons, which means that you’ll have to use the standard Genesis 
“C” and “Z” buttons as substitutes for the SNES games that re¬ 
quire them. While the RetroN 3 lists the ability to use vintage 
controllers as a feature, I’d say it’s more of a requirement for 
anyone over the age of 5 planning on using the system for more 
than a single afternoon. 

The rear of the RetroN 3 console has red and white (stereo) RCA 
audio jacks, along with both composite and S-Video ports. While 
the NES portion of the RetroN 3 does not support S-Video out, the 
SNES and Genesis do. Next to the power supply port is a small 
switch labeled “O/J”. This is a region switch; the “J” stands for 
Japan, and the “O” either stands for “Original,” “Other,” or “Oh, 
this game’s not from Japan.” It is worth noting that along with 
NES, SNES, and Genesis games, the RetroN 3 is also capable of 
playing Famicom, Super Famicom, and Megadrive games as well 
(NTSC only, it seems). 

The biggest issues most retro gamers have had with “Famiclone” 
systems are their compatibility and accuracy. Because the RetroN 
3 is literally three consoles in one (a TRI-SYSTEM!) I will ad¬ 
dress each one individually. 

Continued on page 22 »> 
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“\ can't stress how much better the RetroN 3 performs by 
using original, vintage controllers." 



Historically, NES-clones have been disappointing for retro gam¬ 
ers. The reverse engineering of the original NES to a single chip 
(often referred to as a “Nintendo-on-a-Chip”, or “NOAC”) has led 
to distorted graphics, inaccurate sound, and random compatibility 
issues. In this regard, the RetroN 3 is the best clone I’ve seen to 
date. To the trained eye (or when placed directly next to an origi¬ 
nal NES) differences are obvious: graphics occasionally flicker, 
sound levels are off, and colors aren’t always represented 100% 
accurately. That being said, it looks better than my Yobo Fami- 
clone I bought just a year or two ago, and it appears (at least with 
the latest version of the hardware) to be more compatible than 
past Famiclones. Castlevania III , a particularly difficult game for 
clone systems to play (and a point of contention among gamers 
buying these systems) worked fine for me, and several games that 
other clones have had issues with also appear to work on the Re 
troN 3. If you have a tattoo of Super Mario or a daughter named 
Zelda then, like all Famiclones, the minor inaccuracies of the Re¬ 
troN 3 may drive you crazy. Games played on the RetroN 3 often 
do not look or sound identical as they do when played on a real 
NES. Then again, a real NES can’t play Genesis games, so there’s 
that. My kids, who are too young to remember the original NES, 
had no complaints about the system’s quality. 

The original NES’s 16-bit big brother, the Super NES, may be 
the RetroN 3’s strongest suit. After trying half a dozen different 
cartridges I found I had difficulty discerning any real difference 


between the RetroN 3 and the real thing. And while the console’s 
composite output is passable, running the SNES in S-video mode 
surpasses the output quality of the original console, delivering an 
uber-sharp picture with crisp colors. Don’t forget, because of the 
region switch on the back of the console and the absence of any 
regional lock tabs, you can play Super Famicom cartridges too. 

The RetroN 3’s gaming trifecta is rounded out with a Sega Gen¬ 
esis slot, whose quality falls somewhere between the NES and 
SNES’s. Video-wise, Genesis games, again thanks to the system’s 
ability to output via S-video, looks fantastic. Where the console 
falls flat is in the sound department. Like most 16-bit consoles and 
computers, the Genesis used multiple voices to create the music 
and sound effects you’re used to hearing, and for some reason the 
volume levels of each individual voice seem to be out of whack. 
This odd quirk manifests itself in the console by playing some 
sound effects louder than they should be played, and some mu¬ 
sic channels more quietly. Like the NES portion, I would say the 
Genesis portion of the console is “good enough” for people look¬ 
ing to have a good time and aren’t too critical of 100% accuracy. 
Gamers who haven’t touched a Genesis in ten or twenty years 
likely won’t notice the difference. 

While testing random games out on the system with my kids, one 
of them accidentally dropped one of the wireless controllers and 
broke it. I can’t stress how much better the RetroN 3 performs by 
using original, vintage controllers. If I were picking one of these 
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up for myself or as a gift and I didn’t already own some, I would 
definitely purchase some vintage controllers to go along with it. 
While I haven’t had any performance issues with the console it¬ 
self, the thing is crazy light and the company doesn’t have a great 
track record when it comes to quality control. I would definitely 
consider purchasing the RetroN 3 from a reputable dealer with a 
return policy. My console was shipped to me from Video Game 
Trader and I didn’t have any issues, but the product has received 
several one star reviews on Amazon from people who received 
non-working consoles. 

It is worth noting that to date, two versions of the RetroN 3 have 
been released. On the original version of the hardware you’ll find 
the “RETRON” logo in white and red and the words “3 IN 1 SYS¬ 
TEM” printed on the front of the box. The newer version of the 
RetroN 3 console has the word “RETRON” written in blue, with 
the phrase “TRI-SYSTEM” appearing on the front. The newer 
version of the console has received a few technical upgrades (in¬ 
cluding improved NES compatibility), so if you’re shopping for a 
RetroN 3, you’ll want to track down the newest revision. 

Over the past month I’ve had Hyperkin’s RetroN 3 hooked up in 
my game room and have been getting feedback from those who 
have played it. My kids (ages 7 and 10) and their cousins think 
the fact that the console can play NES, SNES, and Genesis games 
“is awesome.” None of them complained about the graphics or 
sound. All of them either complained about or became frustrated 


with the wireless controllers, and all of them enjoyed the experi¬ 
ence more when using vintage controllers. 

From my adult friends I received generally positive feedback as 
well. My wife, who grew up playing lots of Super Mario Bros, 
and Tetris on the original NES, could find no flaws with the 
system. Neither could the rest of my non-gaming friends, all of 
whom thought the system was worth the investment. My hardcore 
gaming friends were the most critical of the system, citing some 
of the minor video and audio inaccuracies previously mentioned. 
Generally speaking, people’s overall happiness with the RetroN 
3 seems to be directly related with how accurate they expect it to 
perform. 

If you’re a diehard gamer who already owns the three consoles the 
RetroN 3 aims to replace, perhaps this console is not for you. If 
you are just getting into retrogaming, have limited shelf space to 
dedicate to gaming consoles, or are looking for a retrogaming gift 
during the holidays, you should definitely look into the RetroN 3. 
It’s the best Famiclone on the market today hands down, and my 
son is already vying to have this one relocated to his bedroom. 


"The rear of the RetroN 3 console has red and white (stereo) 
RCA audio jacks, along with both composite and 5-Video ports." 
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It’s almost impossible for me to hear the word “Nintendo” without 
immediately thinking of the company’s long time mascot, Mario. 
Mario, his brother Luigi, and their many friends and enemies were 
waiting in stores to greet Nintendo’s latest console, the Wii U, on 
its launch day. As they have done on so many previous generations 
of consoles, the Mario Brothers once again teamed up to rescue ... 
ah, you know the story. 


Everybody knows that Mario made his digital debut in the 1981 
arcade classic Donkey Kong , but back then Mario wasn’t the Mario 
we know today. In those days Mario was a carpenter, not a plumber, 
and he was known simply as Jumpman. It wasn’t until the 1983 
release of Mario Bros, that Jumpman the Carpenter became Mario 
the Plumber. The rest, as they say, is history. 


In Nintendo’s Mario Bros., Mario (and, in two player mode, his 
brother Luigi) must defend New York City by battling a series 
of creatures invading the sewers beneath the city. To eliminate 
an enemy from the playfield Mario or Luigi must first flip them 
over onto their backs by hitting them from below, rendering them 
harmless. Levels are cleared by removing a predetermined amount 
of enemies, including turtles (Shellcreepers), crabs (Sidesteppers), 
and bugs (Fighter Flies). Subsequent levels contain more (and 
faster) enemies. 


It is both interesting and amazing to see just how many of the basic 
elements from a game released 30 years ago remain a part of the 
“Super Marioverse.” Besides the obvious inclusion of Mario and 
Luigi, you have enemy turtles (the predecessor to Koopas) and the 
concept of hitting enemies from underneath in order to flip them 
upside-down. Along with the turtles, Sidesteppers would also later 
appear in both Mario Kart and Super Mario Advance , and Fighter 
Flies also make an appearance in Mario & Luigi: Superstar Saga. 
Additionally in Mario Bros, we see the debut of green plumbing 
pipes, fireballs, and collectible bonus coins — all things Nintendo 
gamers would be seeing for the next 30 years. 


Mario Bros, was a success in arcades, and like most other success¬ 
ful arcade titles of that time it was quickly ported to most of the 
popular 8-bit machines of the time, including consoles (Atari 2600, 
Atari 5200, Atari 7800, and NES) and computers (Amstrad CPC, 
Atari 8-bit, Commodore 64, and ZX Spectrum). Throughout the 
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years, Mario Bros, has been released many times as a mini-game 
within other games, including Super Mario Bros. 3 on the original 
NES, Super Mario Advance and Mario & Luigi: Superstar Saga 
on the Game Boy Advance, and even as a Virtual Console game 
on the Wii. The game was so popular that unofficial versions were 
released for the Apple II, IBM PC, BBC Micro, and a homebrew 
version for the ColecoVision was released in 2009. 

Port qualities vary largely based on the technical abilities of the 
host systems. Graphically, the Atari 2600 version is at the bottom 
of the pile, with giant green blocks replacing the arcade’s pipes 
and a sea of red across the bottom where bricks used to be. More 
annoying is the fact that the ability to bump the other player into the 
air has been removed, one of the most fun (or annoying, depending 
on whether you were the bumper or the bumpee) aspects of the 
original game. The Amstrad and Spectrum versions feature more 
detailed graphics with better animation, but each one is limited to 
four-color palettes (two of which are black and white). 

While most of the other versions are passable, the best three ports are 
in my opinion the ones that appear on the Atari 7800, Commodore 
64, and NES. Each of these versions capture all the major facets of 
the original game, along with the original’s physics. Many of the 
other versions do a poor job of emulating such things as Mario’s 
jumping arc or the way critters drop between levels, straying away 
from the game play of the original. 

In 2005, Namco released a combination arcade game that included 
Donkey Kong , Donkey Kong Junior , and the original Mario Bros. 
in a single machine. One interesting thing about this machine is 
that it includes vertical monitors, because both Donkey Kong and 
Donkey Kong Junior were vertical games. Mario Bros., however, 
was originally a horizontal game. To compensate for this change, 
the game’s code in this version of Mario Bros, has been modified 
slightly to make everything fit on a vertical screen. 

While Mario technically made his debut in Donkey Kong , I tend to 
think more of what and how we think about Mario and his brother 
came from this game. (And yes, since these are the Mario Bros., 
and their names are Mario and Luigi, that technically makes Ma¬ 
rio’s full name “Mario Mario” and Luigi’s name “Luigi Mario”.) 
Although from a gameplay standpoint Mario Bros, may be simpler 
than most modem games, you should definitely seek out a copy for 
your system of choice and give it a chance. Your local plumber’s 
union, and the citizens of New York City, will thank you. 
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3DAYBLINDS® 


CUSTOM BLINDS, SHADES, 
SHUTTERS & DRAPES 



YOU’LL LOVE THE TREATMENT 


FREE INSTALLATION 

ON CUSTOM BLINDS, SHADES, DRAPES & DECORATIVE HARDWARE 



Call To Schedule Your FREE 
In-Home Design Consultation 


(800) 527-6036 


PERSONALIZED EXPERIENCE | FAST SERVICE | TRUSTED BRAND 


*For showroom or in-home design consultation orders, this offer must be presented at the time of purchase. Offer valid on residential base installation of 3 Day Blinds and Hunter Douglas brand products only. Offer 
excludes Special Orders, outside manufacturer brand Draperies, Window Film and Shutters. Minimum purchase on applicable products of $750 required, excluding sales tax, shipping and handling. Not valid on 
previous purchase or with any other offer or discount. Offer Code ZFXZ. Offer Expires2/28/15. 

AZ State Contractor’s License ROC 264398. CA State Contractor’s License #943877. OR State Contractor’s License #189332. WA State Contractor’s License #3DAYBDB914PZ. © 2014 3 Day Blinds Corporation. 
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5y: Gerard 
Swdiko 

Final Fanfasy...Foofball 



Key, I didn't know yoo were into 
football? Who do yoo 
like this year? 



you're jost 
watching to play 
/antasy football!!! 
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www.Arcade-Hunters.com 
twitter: pressstartcomic 






























Video Game Trader LLC 
1328 Buford Highway, Suite 116 
Buford, GA 30518 

www. vgtradermag. com 



[Nintendo’ 




Publishing NEW items for CLASSIC consoles 
New Games, Books, Audio CDs and MORE! 


GOOD 

DEAL 


3oo+ Homebrews 

_J in ONE PlaC© 












































